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PAN EUROPEAN GAMES INFORMATION (PEGI) 
AGE-RATING SYSTEM 

The PEGI age-rating system protects minors from games unsuitable for their particular age 
group. PLEASE NOTE it is not a guide to gaming difficulty. 

Comprising two parts, PEGI allows parents and those purchasing games for children to 
make an informed choice appropriate to the age of the intended player. The first part is an 
age rating 


PRECAUTIONS 


This disc contains game software for the PSP™ (PlayStation S-'-.i : t : 
use this disc on any other system, as it could damage it. Re-: 
Instruction Manual carefully to ensure correct usage. Do not leave re :; 
sources or in direct sunlight or excessive moisture. Do not use cracxe; : • or 
or discs that have been repaired with adhesives as this could lead to ra r - 


Sever 
system 
:ar heat 


The second is icons indicating the type of content in the game. Depending on the game, there 
may be a number of such icons. The age-rating of the game reflects the intensity of this con¬ 
tent. The icons are:- 


Place the disc as shown, gently pressing 
downwards until it clicks into place. Storing 
the disc incorrectly may result in damage. 


Push down one side of the disc as shown and gen¬ 
tly pull upwards to remove it. Using excess force 
to remove the disc may result in damage. 


HEALTH WARNING 


Always play in a well lit environment. Take regular breaks, 15 minutes every hour. 
Avoid playing when tired or suffering from lack of sleep. Some individuals are sensitive 
to flashing or flickering lights or geometric shapes and patterns, may have an undetect¬ 
ed epileptic condition and may experience epileptic seizures when watching television 
or playing videogames. Consult your doctor before playing videogames if you have an 
epileptic condition and immediately should you experience any of the following symp¬ 
toms whilst playing: dizziness, altered vision, muscle twitching, other involuntary 
movement, loss of awareness, confusion and/or convulsions. 


DISCRIMINATION 


SEXUAL CONTENT 


DRUGS 


BAD LANGUAGE 


VIOLENCE 


information visit http://www.pegi.info 


For further 


PIRACY 


PARENTAL CONTROL LEVEL 

This game is classified according to the PEGI rating system. The PEGI rating marks and con¬ 
tent descriptors are displayed on the game package (except where, by law, another rating 
system applies). The relationship between the PEGI rating system and the Parental Control 
Level is as follows: 


The PSP™ system and this disc contain technical protection mechanisms designed to 
prevent the unauthorised reproduction of the copyright works present on the disc. The 
unauthorised use of registered trademarks or the unauthorised reproduction of copy¬ 
right works by circumventing these mechanisms or otherwise is prohibited by law. 

If you have any information about pirate product or methods used to circumvent our 
technical protection measures please email anti-piracy@eu.playstation.com or call 
your local Customer Service number given at the back of this manual. 


PARENTAL CONTROL 


This PSP™ (PlayStation®Portable) Game software has a preset Parental Control Level 
based on its content. You can set the Parental Control Level on the PSP™ system to 
restrict the playback of a PSP™Game with a Parental Control Level that is higher than 
the level set on the PSP™ system. For more information, please refer to the PSP™ 
system Instruction Manual. 
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Setting Up 




Set up the PSP™ system according to the instructions in its j 
instruction manual. Turn the PSP™ system on and the POWER I 
indicator will light up green. The Home Menu will be displayed. J 
Press the OPEN latch to open the disc cover. Insert the Midway | 
Arcade Treasures™: Extended Play disc with the label side fac¬ 
ing the rear of the PSP™ system and then securely close the | 
disc cover. 

Select the M icon from the Home Menu and then select the ® j 
icon. An image of the software will be displayed. Select thej 
image and press the © button to commence loading. 

PLEASE NOTE: the information in this manual was correct at j 
the time of going to print, but some minor changes may have| 
been made late in the product’s development. All screenshots | 
for this manual have been taken from the English version of this j 
product, and some screenshots might have been taken from ;I 
pre-completion screens that differ slightly from those in the fin- 0 
ished product. 

MEMORY STICK DUO™ 

To save game settings and progress, insert a Memory Stick! 
Duo™ into the Memory Stick Duo™ slot of the PSP™ system, j 
Saved game data can be loaded from the same Memory Stick | 
Duo™ or any Memory Stick Duo™ containing previously saved | 
game data. 
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Wireless (wlan) features 

Software titles that support Wireless (WLAN) functionality allow 
the user to communicate with other PSP™ systems, download 
data and compete against other users via connection to a 
Wireless Local Area Network (WLAN). 
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AD HOC MODE 

Ad Hoc Mode is a Wireless (WLAN) feature that 
allows two or more individual PSP™ systems to 
communicate directly with each other. 


GAME SHARING 

Some software titles feature Game Sharing 
facilities which enable the user to share specific 
game features with other users who do not have a 
PSP™Game in their PSP™ system. 


INFRASTRUCTURE MODE 

Infrastructure Mode is a Wireless (WLAN) feature 
that allows the PSP™ system to link to a network 
via a Wireless (WLAN) Access Point (a device 
used to connect to a Wireless network). In order to 
access Infrastructure Mode features, several addi¬ 
tional items are required, including a subscription 
to an Internet Service Provider, a network device 
(e.g. a Wireless ADSL Router), a Wireless (WLAN) 
Access Point and a PC. For further information and 
setting up details, please refer to the PSP™ sys¬ 
tem Instruction Manual. 


Starting Up 

Configuration 

PSP™ handheld entertainment system configuration 


Directional 
buttons / 


R button 


V AOXD 
buttons 



START button 
SELECT button 


HOME button 



Menu/Sub-Menu Navigation 

Throughout this manual, f, <1, and will signify pressing | 
Up, Down, Left and Right on the directional buttons. To navigate J 
through the game menus (i.e. Options), use the directional but-j 
tons or analog stick (t, ^ or ^ depending on the menu) to j 

highlight a selection. 

Quitting a Game in Progress 

During the game, press the SELECT button (or START button in j 
most instances) to display the Pause Menu. Press the direction¬ 
al button 4 to select Exit Ga me, then press the © button. To j 
confirm exiting the game, highlight Yes , then press the © but¬ 
ton again. 
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WIRELESS 


iome of the game’s included in Midway Arcade Treasures are multi¬ 
player games. If so, the Wireless option will appear on-screen when 
you highlight a game. Press the ® button to access the Connection 
screen. Select Scan for Game to look for a game hosted by a friend. 
If a game is found, you can connect to that game and get started. 
Select Hos t Ga me to initiate the connection process. Your friends can 
then scan for your hosted game and make the connection. 


Note: Before you can can connect with friends via Wireless LAN, each 
PSP™ system must have their Wireless LAN switch turned on. For 
more information on Wireless LAN, see the documentation included 
with the purchase of your PSP™ system. 


The Main Menu displays an icon for each of the 21 games includ¬ 
ed in Midway Arcade Treasures. Press the directional button t or 
\ to highlight a game logo. A game preview will be displayed in 
the center of the screen. Press the © button to select the game 
and go to that game’s Main Title Screen. 

Options 

To view the selected game’s options, press the ® button. The 
I options for the selected game will be displayed. You can use this 
[menu to adjust each game’s Game Settings and your Contr oller 
[Setup, as well as using the Save, Load and Auto save options. It’s 
recommended that you study the controls for the game prior to 
playing (see C ontro ller Setup next page). 


GAME SETTINGS 


Controller Setup 

Game controls are available within each game’s Options Menu. Press 
the ® button to view a selected game’s option menu, then select 
Contr o ller Setup . Press the directional buttons t or <1 to highlight 
the Default control settings, or select Custom 1 or Custom 2. The 
Custom options allow you to configure up to two personal configura¬ 
tions. Once you've highlighted Custom 1 or 2, press the ® button to 
gain access to the controls. 


Each game includes adjustable game settings, but they will always 
be different, based on the game you select. To make changes to 
game settings, press the directional button f or 4 to highlight 
an option, then press the directional buttons or to make 
changes. 


CONTROLLER SETUP 


CREDITS 


Highlight the button you want to change, then press the directional 
buttons or to assign a control to that button. Repeat this 
process until you’ve adjusted the controller the way you want. 

Note: Make sure you save any new configurations by returning to the 
Options Menu to select S ave . 

Study the controls listed on-screen. When you’re done, press the © 
button to return to the game’s Options Menu. 


Select this option to take a look at the names of those who 
worked days and nights to bring you Midway Arcade Treasures: 
Extended Play. 


HIGH SCORES 


At a game’s Main Menu, press the R button to view that game’s 
High Score screen. 

Note: High Scores are only saved in single player mode. 


Move 














































The Games 


This one-on-one basketball game basically follows the normal 
rules of basketball, but does not account for fouls. Players can 
actually fight for control of the ball. 

The game basically follows the same rules as basketball. Two 
points are awarded for each basket made. Three points are 
awarded for completed shots made from outside the three-point 
line. The game does not account for fouls so players are encour¬ 
aged to use the Punch feature to make the game more enjoy¬ 
able. 

To Shoot or Pass, press the appropriate button. To "fake out" an 
opponent, hold the button down longer. If your teammate is 
holding the ball, you can "tell him" to Shoot or Pass by press¬ 
ing the corresponding button. 

To block, press and release the Shoot button. To punch, aim your 
player at the ball and press the Pass button. To perform a Diving 
Steal, press the Pass and Shoot buttons simultaneously 


You’re the skater and must earn the right to compete in the skate 
parks of the city and ultimately win the title of the champion of 
the skating world. You’ll begin in the middle of “Skate City”, 
where all surfaces are skateable - a skateboarders dream world! 

You’ll need to earn tickets for performing skillful skate maneu¬ 
vers in the city. Tickets allow you to enter the skate parks 
where you’ll compete against the clock for gold, silver or 
bronze medals. “Cash” prizes are awarded to the skater if he 
qualifies for a medal, and after the skate park competition, the 
game continues back in the city for more freestyle action. 

Numerous hazards and obstacles create a busy scenario in 
the city, and you’ll have a limited time to get to another 
skate park. Use “Cash” winnings to buy skating equipment 
from various skate shops located throughout the city. 

Boards offer faster speed, Helmets allow more risk-taking for suc¬ 
cessful maneuvers, Pads give faster recovery from falls and Shoes 
provide better height on jumps and quicker starts. 


Hints & Tips 

• Watch for loose cash blowing around in the streets. 

• Skating the Free Parks will help you get points. 

• Jumping over obstacles helps you earn more points.. 

• Try to take jumping short cuts in the Downhill Park. 

• Sliding in the Ramp Park will help you get a better score. 

• Make sure you pick up new gear. This helps you skate better. 

• Knocking down obstacles will earn you points. 

• Keep track of your time and money! 
























In the future, the galaxy is invaded by hostile alien forces. Attacking 
in countless swarms, the aliens decimate all planets they encounter. 
Those who survive the initial invasions are harvested to serve the 
alien invaders. Mankind’s only hope lies in you, the Defender! 

Navigate your starfighter through a hideous maze of alien forces. 
Destroy all those who stand in your way as you race to save the 
planet’s inhabitants from being harvested. If an alien is taking a civil- 
, ian off of the planet, carefully aim and blast the alien away. You 
must be quick on the throttle though. The civilian will fall to their 
death if you don’t pick them up in time. 

Your ship is equipped with the latest in intergalactic combat tech¬ 
nology. Use its Smart Bombs, Warp activation equipment and fast 
response time to your advantage. It won’t be an easy mission, but 
you’re all the galaxy has left! 

DEFENDER POINT TOTALS 

Lander - 150 pts. 

Mutant - 150 pts. 

Swarmer - 150 pts. 

Baiter - 200 pts. 

Bomber - 250 pts. 

Pod - 1000 pts. 

Saved Humans - 500 pts. 


The Games 


Two players can compete head-to-head, or a second player can 
enter a game at any time if one player is already in the game. 

In each race, players compete to collect gold wrenches, which 
appear, randomly on the track. These wrenches can be traded in 
for custom car features such as higher top speed, super traction, 
turbo accelerations and faster crash recovery. 

There are five levels of each of these features for a total of 20 cus¬ 
tom car bonuses. There is also an unlimited bonus of increased 
score for more skillful players. 

I An extra layer bonus wrench is awarded to players who can bet- 

1 ter the existing “Best Lap Time” on each track. As on Super Sprint, 
bonus wrenches are also awarded to players who start a game on 
a more difficult level. 

I Championship Sprint will be a surprise to even seasoned “Sprint” 
players, as there are new tracks which offer unique challenges. In 
addition, track hazards and obstacles will gradually increase on 
each progressive track. 


Cyberball 2072 is tough, hard hitting futuristic football. This 
game has all the key ingredients of the original, plus many 
exciting additions. Cyberball 2072 combines the best of 
both sports and action games rolled into one. 

Select offensive and defensive plays, passes, laterals and blitzes. 
Team captains can call strategic time-outs, replace weak players 
and purchase new ones. 

Cyberball 2072 has nearly 250 total plays, plus three unique high 
score tables. 


The Games 

































The Games 


The Games 


Take to the skies on your trusty steed, and duel with the armies 
of evil. This molten arena is home to flying vultures and sinister 
lava trolls. Vanquish your enemies as fast as you can to avoid 
the dreaded Pterodactyl! This creature rules the skies and 
should be avoided at all costs. 

Evil knights are transported into the arena to do battle with you. 
Take them out by landing on top of them. If you choose to 
attack them head on, make sure you are slightly higher in the 
air than they are. Upon defeating an enemy, they will be 
enclosed in an egg and scattered on the battlefield. Collect 
these eggs before they hatch for points and to ensure they don’t 
turn into warriors again! 

JOUST POINT TOTALS 


Players choose any of the four Gauntlet characters to portray: 
Thor the Warrior, Thyra the Valkyrie, Merlin the Wizard or Quester 
the Elf. Each of these heroes has their own unique capabilities. 
Thor the Warrior is skilled at hand-to-hand combat. Thyra the 
Valkyrie has strong armor, Merlin the Wizard the best magic and 
Questor the Elf the fastest speed. 

The action begins as the players cooperate to combat waves of 
attacking monsters while competing for food, treasure and magic 
potions. Every game is a unique event as different players team 
up combining new skills and strategies. At level 1 players will find 
exits going to other levels. Players may choose to exit level 1 and 
jump as far ahead as level 8. On level 8 and beyond players will 
find themselves on any one of over one hundred different mazes. 

How long a player lasts depends upon the player’s “health”. At the 
start of the game players set the amount of health with which 
they would like to begin their adventure. Health is lost by contact 
with the monsters and as a function of elapsed time. Health can 
be regained by picking up the food which can be found in most 
of the mazes. 


Bounder 


500 pts. 

Hunter - 750 pts. 

Shadow Lord - 1500 pts. 

Pterodactyl - 1000 pts. 

Eggs/Flightless Knight - 250 pts. 

(points multiply for additional ones collected) 


GAUNTLET POINT TOTALS 


Ghosts 

Treasures 

Grunts 

Demons 

Lobbers 

Sorcerers 

Thief 


emimi ft 























The Games 


Klax is a challenging puzzle game. The object is to get a “Klax” 
by matching three tiles (of the same colour) in a row. You must 
catch the tiles as they come down the ramp and deposit them 
into the wells below your paddle. There are different types of 
waves (or stages) in Klax. Some will require a certain number of 
Klaxes to advance, while others require a specific kind of Klax to 
advance. 

PLAYING THE GAME 

To drop the tiles, press the © button. Try to match them up ver¬ 
tically, horizontally or diagonally. As the tiles come down the 
ramp, you can press the directional button 4- to speed up the 
tiles. Once you catch a tile on your paddle, you can press Up on 
the Directional button to launch the tile back onto the ramp. Keep 
in mind that the paddle can hold 5 tiles and the well can hold 25 
tiles. When you get a Klax, the selected tiles will flash and disap¬ 
pear. Once they disappear, any tiles that form a Klax will flash and 
vanish as well. It can be tough to do but the points you will get 
for having a multiple Klax are worth it! 

Now once you catch a tile on your paddle, move the directional 
button 4 - or ^ to select a well to drop the tile in. Press the © 
button to drop the tile. Sometimes a “Wild Tile” will appear. This 
tile will flash with the different tile colours and can be used to 
connect any tile (of matching colours) to form a Klax. Wild Tiles 
are extremely helpful when scoring points. 

There are many different waves in Klax. A Klax Wave requires a 
specific number of Klaxes to advance. A Diagonal Wave requires 
a specific number of diagonal Klaxes to advance to the next level. 
Horizontal Waves require horizontal Klaxes. A Point Wave requires 
that you score a certain number of points to advance. Finally, 
Secret Warp Waves will warp you to another level when you get 
a Klax. 


The Games 


In Marble Madness, you control a marble and race against time 
(or an opponent in a 2 Player game) to reach the goal line at 
the bottom of the playfield. Crashing or collision with playfield 
obstacles causes a loss of time to complete the race. 

Six different waves provide increasing challenge. Playfields, 
obstacles and colours will change as you complete each level. 
Wave 5 is the “silly wave” where preceding rules and laws are 
backward. You can attack obstacles for points and generally 
experience different laws of gravity. It's a break or “bonus” 
wave. Wave 6 is the final “ultimate wave”. 

LEVEL COMPLETION BONUS 


Level 1 ■ 

■ 1,000 pts. 

Level 2 ■ 

■ 2,000 pts. 

Level 3 

3,000 pts. 

Level 4 ■ 

4,000 pts. 

Level 5 

5,000 pts. 

Level 6 

6,000 pts. 

ENEMIES 



1,000 pts. for defeating the Steelie. 

CHUTES 

Chutes will drop your marble into another area of the level. 
2,000 pts. for moving through the chute. 

4,000 pts. for the separate chute in Level 2. 

TIME REMAINING 

100 pts. for each second remaining on the clock. 

LEVEL 1 PAINTED BLOCKS 

There are a few numbered blocks on Level 1 near the end. 
Landing on them will give you the following points: 

Land on #3 - 3,000 pts. 

Land on #4 - 4,000 pts. 

Land on #5 - 5,000 pts. 

Land on #6 - 6,000 pts. 

GAME COMPLETION BONUS 

20,000 pts. for finishing the game. 
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The Games 




Players choose a fighter, then 
fight in a random realm against 
a human player or the computer. 

Use a series of special moves, 
including projectiles, to defeat your opponent twice in three 
rounds of fighting. After defeating your opponent, the fight emcee 
announces "Finish Him" and you have a couple of seconds to per¬ 
form a special sequence of directional button positions and but¬ 
ton combinations to have your character perform a fatality. Story 
lines are given for beating Shang Tsung. 

The place? A mystical realm, 
where an elite group of fighters 
gather for the ultimate grudge 
match. Choose from your 
favourite MK fighters like Johnny Cage, Liu Kang, Scorpion, 
Raiden - even the dreaded Shang Tsung. Or select from a host 
of new challengers, each more deadly than the next. Then 
punch and kick your way to the top using secret moves and 
fatalities. It’s the ultimate martial arts experience. With plenty of 
hidden surprises along the way. 

MK3 reached a level of hype like no 
other sequel in history. The 
Underground at the Match Up 
screen are clues to help unlock 

MK3*s six-digit encryption code. When a code is cracked, the 
game answers with a gift of power or dimension. 

Secret portals allow fighters to smash up and down into three 
dimensionally rendered moving backgrounds for the ultimate bi¬ 
level battlefield. An expanded control panel includes a “run” but¬ 
ton, allowing faster, more intense play for every character. 

Intense, live action and fully digitized fight sequences make for 
the most realistic action the industry has ever seen. Press the 
directional buttons t along with the START button to randomly 
select a fighter (MK2 and MK3 only). 
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The Games 



Players begin by selecting ‘Easy Street’, ‘Middle Road’ or ‘Hard 
Way’. Once the street has been selected, the player is set for an 
awesome ride. You have full control of the bike’s acceleration or 
tire screeching, sudden stops. The object is simple. 

Use the © button to deliver papers to the houses on your sub¬ 
scription route. (More points are scored by hitting the mail boxes.) 
Papers can also be thrown on Non-Subscribers’ house to break 
windows and hit other target objects (for fun of course). 

Gameplay proceeds by days of the week. Each game consists of a 
7-day week starting on Monday. You must get through your route 
each day and try to make it all the way to Sunday. Every new day 
offers more excitement and challenge in the form of zany neigh¬ 
borhood characters and obstacles. To keep the game going, you 
must ride over bundles of papers to restock your supply. The game 
is over when all customers or lives are lost. 

Hints & Tips 

• Remember to pick up the bundles of newspapers you see. 
These will help replenish your supply and help you to make 
your deliveries. 

• Throw your newspapers with caution. Sure you can rack up 
some points, but if you don’t deliver to a customer’s house, 
they’ll cancel their subscription! 

• Watch out for moving objects. These are sometimes difficult to 
avoid. 

• Slow down when approaching an intersection. Make sure you 
know how fast the cars are going before you try to cross the 
street! 

• Stay away from storm drains in the street. 


7 £ 































The Games 


The Games 


What do you do when three normal humans are transformed into 
towering monsters bent on destroying the country? Take control of 
one of them and go on a Rampage of course! The original version 
of Rampage comes home with all of the elements which made it an 
arcade classic! 

Control one of three gruesome beasts and travel from city to city 
destroying everything in sight! George the Ape, Lizzie the Lizard and 
Ralph the Wolf make up the terrible trio of monsters. In your quest 
for destruction, you must climb buildings and pound them into the 
ground. 

Make sure you jump from the collapsing buildings. A fall from those 
heights will seriously injure you. During the game you will have to 
fight past the many enemies such as helicopters, tanks and snipers! 
Destroy these enemies before they destroy you. Once you have 
destroyed all of the buildings you can advance to the next city. 

Each building features items which will give you strength, power or 
cash as well as items which will hurt you. Punch holes in the build¬ 
ings and punch again to grab the various items in them. All food 
items will help restore some of your health. There are cash items 
such as a safe and money bags that will help boost your point total. 

Another way to gain health is to eat people. They can be either peo¬ 
ple on the street or people in the buildings you’re destroying. Just 
make sure they’re not holding any bombs. If you happen to swal¬ 
low a bomb, you’ll be spitting fire and that’s not a good thing! 


The object of RAMPART is to survive the endless onslaught of 
your enemy. In order to survive a round, you must build protec¬ 
tive walls around your castle. After each round of attacks, you 
will be given pieces of wall for you to construct your rampart. 
These pieces are all different from one another and can be 
turned by pressing the ® button. Carefully place each piece 
around your castle until you have surrounded it. You must hurry 
because if the clock runs to zero and you haven’t surrounded a 
castle, your game is over. Once your castle is surrounded, you 
will see the floor turn a bright “checkerboard” pattern. Once this 
has happened you can place your cannons to launch your own 
attack against your enemy. 


Place your cannons inside your fortress by using the directional 
buttons. If you finish one round of combat and successfully sur¬ 
round your castle walls, you will receive 2 cannons to use. If you 
have surrounded another castle you will receive 1 cannon for 
each castle you surround. Once you have chosen a spot for the 
cannon, press the © button to place it there. When firing on the 
enemy, move the cursor (or target) to where you wish to fire and 
press the © button (hold down the © button to move your tar¬ 
get/cursor faster). 












































The Games 


The Games 


The BAD GUYS are at it again and the Freeways are no longer 
safe. BAD GUY Spies from alt over have come to wreck havoc 
and chaos to this once peaceful area. Your mission is to 
destroy all suspicious vehicles but not the innocent motorists 
that also occupy the road. This sounds difficult, so we will 
supply you with as much info as possible. Details are sketchy 
right now as to who is behind this, but our intelligence net¬ 
work has come up with a few of the vehicles that the BAD 
GUYS are using. 

We’ve code named cars with tire disabling abilities as 
“Switchblades.” Bullet proof bullies have been dubbed “Road 
Lords”. Be wary of the “Enforcers” for they are employed with 
men who specialize in Double Barrel Shotguns. Make sure to 
clear them ALL out. Oh yes, there’s another thing - ’’The Mad 
Bomber.” It’s a fast attack Copter that loves to drop bombs. 
We’ll supply you with the G-6155 CIA Prototype Interceptor 
that includes FV (fast vehicle)-Gasnata with Durani II Super 
Turbos, 20mm machine gun cannons, optional Super Slick 
anti-tailgating deterrents, Wang Type IV Smoke Screens, and 
Sutji-Wasp Missiles. 

Replenishment of armaments will be available, thanks to 
Weapons Vans located in key areas. We also have a Prototype 
Speedboat, the FB (fast boat) - JT101 on standby. The water¬ 
ways are also plagued with BAD GUYS: “Barrel Dumpers” and 
“Dr. Torpedo” himself may be on the prowl. Delay no longer, 
the situation gets more critical by the second...good hunting! 


Deep in space, trouble is brewing. Hidden within planetoid fields 
lies an evil force known as Sinistar! This ageless phantom of 
space collects floating debris to form its evil shape. When the 
Sinistar is formed, no ship is safe! 


Fast and powerful, the Sinistar does have its weakness. Floating 
planetoids contain valuable minerals which can be forged into 
seeking bombs! Use these bombs to blast away the wicked amal¬ 
gamation of Sinistar! 


SINISTAR POINT TOTALS 


Planetoids 
Workers 
Crystals 
Warriors 
Sinistar Pieces 
Destroy the Sinistar 


5 Pts. 

150 pts. 
200 pts. 
500 pts. 
500 pts. 
15000 pts. 


SPYHUNTER POINTS BREAKDOWN 


The Race Lord 
Switch Blade 
The Enforcer 
The Mad Bomber 
Barrel Dumper 
Doctor Torpedo 

































The Games 


The Games 


Xenophobe is a space adventure game in which players attempt 
to exterminate hostile alien life forms that have overrun the huge 
floating “Starbases.” A horizontal monitor is split into three sec¬ 
tions, one for each of up to three people. 

Players wander around a space station shooting as many aliens 
as they can before their health or time runs out; then it's off to 
the next space station. There are multiple weapon types, includ¬ 
ing a duck gun! 


When you start the game, you will see the characters hop into the 
river. If you are playing a One Player game, you will race against 
the computer. Scoring points in Toobin’ requires you to navigate 
through flags along the course. Each flag will decrease in point 
value every time you bump into it. Try to make it through the flags 
the first time. Flags can be worth anywhere from 150 to 25,000 
points! Hidden letters that spell the word “TOOBIN”’ are hidden in 
every race. Each letter will give you additional bonus points! 

Beware of things in the water and on the shore that will sink you. 
Luckily, you will find soda cans floating in the water. Find these 
cans and use them to temporarily stun the bad guys. Aim your 
rafter’s legs in the direction you want to throw and press the © 
button. Be sure to keep some cans handy because with all the dan¬ 
ger you’ll encounter, you’re going to need a helping hand. Besides, 
you’re not here to throw cans, you’re here to win a race! 


Join Major Rock Hardy and Captain Ace Gunn on their quest to over¬ 
come the Master Xybot and his horde of evil robotic monsters. 

The huge underground multi-level city created by the Xybots is com¬ 
posed of mazes with locked doors and transporters to connect differ¬ 
ent areas of the same level. Players must battle the Xybots and reach 
the exit elevator to advance to the next level. In the mazes, you’ll find 
energy pods to restore energy, keys to open doors and coins to buy 
valuable supplies in the store. At the end of each level, players enter 
the store where supplies can be purchased. Some supplies are perma¬ 
nent, others are only temporary and must be replenished. 

Every few levels, you can face the master Xybot in a one-on-one duel. 
Only by defeating the master Xybot can players advance to the next 
level. The penalty for losing is to be sent back a few levels. 


of Weti 


The object of Wizard of Wor is to descend into the many dungeons 
of Wor, killing monsters, beating the Wizard and earning a high score. 

You control a separate squadron of warriors and compete for score 
at the same time. Warriors descend into various dungeon mazes, bat¬ 
tling visible and invisible monster Worlings, and maybe the Wizard 
himself. Teamwork in the two player mode is important-but not nec¬ 
essary to play, ff one player mode is selected, the computer becomes 
the second player. 

Dungeon maze patterns appear at random and have Escape Doors 
at either end. These are used for strategic exit and entry by Warriors 
to outwit the monster Worlings. They are also a means of escape for 
Worluk. If either player hits the Worluk, the score of subsequent play 
is doubled. The Radar Screen reveals the general location of invisi¬ 
ble monsters in the maze to alert the Warriors. 




24 

































Credits 


Credits 

Midway Home Entertainment 


Digital Eclipse 


SAN DIEGO - INTERNAL 


Executive Director, 

External Development . . . 

Executive Producer. 

Producer . 

Senior Technical Director . 
Directors of Development 
Senior Art Director . 


PROGRAMMERS 


.Michael Gottlieb 
.Mark Caldwell 
John Stookey 
.Gary Lake 

.Trevor Snowden & Mark Teal 
.Craig Rundels 


Chuck Chow, Devin Murnane, 
Schebek & Luke Huang 


Richard Orth, 


Brian Provinciano, 


Darren 


ARTISTS 


PRODUCTION 


LEGAL COUNSEL 


Kelly Tainton 


Rob Gustafson, Michael Burke & Cory Halpern 


TECHNICAL DIRECTOR 


BUSINESS DEVELOPMENT 


George Phillips 


Lee Jacobson 


QUALITY ASSURANCE 


TECHNICAL PRODUCER 


.Paul Sterngold 
.Malcolm Scott 
.Jennifer Johnson, Jason 
.Brien Atangan 


QA Director. 

QA Manager . 

Technical Standard Analysts 
QA Supervisor . 


Jeff Vavasour 


Jorgenson & Josh Palmer 


EXECUTIVE PRODUCER 


Joe Bonar 


AUSTIN. TX - INTERNAL 


SPECIAL THANKS 


.Ray Hammer & Valerie Head 
.Elizabeth Becker, Kevin Bell, Jamie Gibbs, 
Casey Mendenhall, Jacob Primeaux, 

Jason Richman, JB Sarao & Bryan Shaw 
.Mark Richards 


QA Lead Analysts . . 
Product Analysts ... 

Raffrray, 

Austin QA Supervisor 


Alida, Teruko, Cthulhu, Jolt, Geraldine 


Kor & The nineties. 


PRINT DESIGN & PRODUCTION 


Creative Services - San Diego, Ca. 


CHICAGO CREATIVE MEDIA 

Michael Crawford, Rigoberto Cortes, Christian Munoz, Jack O’Neall, Chris Skrundz, 
BethAnn Smukowsi, Dimitrios Tianis, Christa Woss & Larry Wotman 


MARKETING 

Senior Vice President, Marketing 

& Chief Marketing Officer .Steve Allison 

Vice President, Marketing.Mona Hamilton 

Director, Marketing... .Tom McClure 

Director, Channel Marketing ... .Greg Mucha 

Director, Public Relations .Reilly Brennan 

Media Relations Manager.Sarah Moschea 


SPECIAL THANKS 

David Zucker, Matt Booty, Scot Lane, Nathan Rose, Paul LeFevre, Hedy 
MacDonald, Regan Kerwin, Carly Yandetl, Karla Wurzel, Eric Miracle, Toan Ngo, 
Tom Lane, John Fisher, Mark Allen, Ed Tucker, Samuel Peterson, Martin Spiess, 
Randall Mage, Nina Lampinen and everyone at Localsoft 


Peter Gunn Theme Words and Music by HENRY MANCINI (c) 2001 All rights 1 
owned or administered by Universal - MCA Music Publishing, A division of 1 
Universal Studios, Inc. on behalf of Northridge Music Co. (ASCAP). 
International Rights Secured. Not for broadcast transmission. All rights 1 
reserved. DO NOT DUPLICATE. WARNING: "It is a violation of Federal! 
Copyright Law to synchronize this Video Game with video tape or film, or to 1 
print the Composition embodied on this Video Game in the form of standard | 
music notation, without the express written permission of the copyright I 
owner." 


LONDON 

Managing Director ........ 

European Sales Director . 
Senior Product Manager 
European Brand Manager . . . 
European Brand Manager ... 
Assistant Brand Manager . . . 
Public Relations Manager . .. 

European PR Manager . 

Submissions Coordinator . . . 
Software Product Coordinator 
Creative Services Assistant . . 


.Martin Spiess 
.Rob Gross 
.Mike Eglington 
.Aidan Minter 
.Matt Huband 
.Craig Parker-Wood 
.Phil Robinson 
.Clare Turner 
.Chris Giggins 
.Joanna Hammond 
.Andrew McGregor 





























































Warranty/Garantie 

Midway Games Limited warrants to the original purchaser of this Midway Games Limited product that 
the medium on which the computer programme is recorded is free from defects in materials and work¬ 
manship for a period of ninety (90) days from the date of purchase. This Midway Games Limited soft¬ 
ware is sold “as is”, without express or impliedwarranty of any kind, and Midway Games Limited is not 
liable for any losses or damage of any kind resulting from use of this programme. Midway Games 
Limited agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, 
any Midway Games Limited product, postage paid, with proof of purchase, at its Customer Service 
Centre. Replacement of this Game Pak (PAK), free of charge to the original purchaser is the full extent 
of our liability. Please mail to Midway Games Limited, 43 Worship Street, London EC2A 2DX. Please 
allow 28 days from dispatch for return of your Game Pak. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
be void if the defect in the Midway Games Limited product has arisen through abuse, unreasonable use, 
mistreatment or neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING OR OBLIGATE MIDWAY GAMES LIMITED. ANY 
IMPLIED WARRANTIES OF APPLICABILITY TO THIS SOFTWARE PRODUCT, INCLUDING WAR¬ 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY GAMES LIMITED BE 
LIABLE FOR ANY SPECIAL, INCIDENTAL. OR CONSEQUENTIAL DAMAGES RESULTING FROM POS¬ 
SESSION, USE OR MALFUNCTION OF THIS MIDWAY GAMES LIMITED PRODUCT. THIS IN NO WAY 
AFFECTS YOUR STATUTORY RIGHTS. 

This computer programme and its associated documentation and materials are protected by both 
National and International copyright law. Storage in a retrieval system, reproduction, translation, hiring, 
lending, broadcasting and public performances are prohibited without express written permission of 
Midway Games Limited. 

Midway Games Limited garandeert de oorspronkelijke koper van dit softwareproduct van Midway 
Games Limited dat het medium waarop het computerprogramma is opgeslagen vrij is van gebreken 
in materialen en productiefouten voor een periode van negentig (90) dagen, gerekend vanaf de 
aankoopdatum. Deze software van Midway Games Limited wordt in de feitelijke staat verkocht, zon- 
der uitdrukkelijke of impliciete garantie, en Midway Games Limited is niet aansprakelijk voor ver- 
liezen of schade voortvloeiend uit het gebruik van dit programma. Midway Games Limited verklaart 
softwareproducten van Midway Games Limited die samen met een aankoopbewijs gefrankeerd aan 
het Customer Service Centre worden geretourneerd gedurende een periode van negentig (90) 
dagen naar eigen goedvinden te repareren of te vervangen. Onze aansprakelijkheid beperkt zich tot 
kosteloze vervanging van deze spelcassette (PAK) voor de oorspronkelijke koper. 
Correspondentieadres: Midway Games Limited, 43 Worship Street, London EC2A 2DX. Na verzend- 
ing kan het tot 28 dagen duren voordat uw spelcassette wordt geretourneerd. 

De onderhavige garantie is niet van toepassing op normale slijtage. De onderhavige garantie is niet 
van toepassing en ongeldig indien het defect in het product van Midway Games Limited is veroorza- 
akt door misbruik, onredelijk gebruik, verkeerde hantering of nalatigheid. 

DE VERPLICHTINGEN IN DEZE GARANTIE VERVANGEN ALLE ANDERE GARANTIES, EN ANDERE 
VOORSTELLINGEN OF AANSPRAKEN VAN WELKE AARD DAN OOK ZULLEN NIET BINDEND ZIJN 
OF VERPLICHTINGEN SCHEPPEN VOOR MIDWAY GAMES LIMITED. ALLE GEIMPLICEERDE 
GARANTIES DIE VAN TOEPASSING ZIJN OP DIT SOFTWAREPRODUCT, MET INBEGRIP VAN 
GARANTIES VOOR VERKOOPBAARHEID EN GESCHIKTHEID VOOR EEN BEPAALD DOEL, ZIJN 
BEPERKT TOT DE HIERBOVEN BESCHREVEN PERIODE VAN NEGENTIG (90) DAGEN. IN GEEN 
GEVAL ZAL MIDWAY GAMES LIMITED AANSPRAKELIJK ZIJN VOOR SPECIALE SCHADE, INCI- 
DENTELE SCHADE OF GEVOLGSCHADE VOORTVLOEIENDE UIT HET BEZIT, HET GEBRUIK OF HET 
NIET GOED FUNCTIONEREN VAN DIT SOFTWAREPRODUCT VAN MIDWAY GAMES LIMITED. DIT 
HEEFT GEEN ENKELE INVLOED OP UW WETTELIJKE RECHTEN. 

Dit computerprogramma en de bijbehorende documentatie en materialen worden beschermd door 
zowel het nationale als het internationale auteursrecht. Niets uit deze uitgave mag worden opgesla¬ 
gen in een archiveringssysteem, vermenigvuldigd, vertaald, verhuurd, geleend, uitgezonden of in 
het openbaar worden vertoond zonder voorafgaande en uitdrukkelijke schriftelijke toestemming van 
Midway Games Limited. 


Midway Games Limited 
43 Worship Street 
London 
EC2A2DX 
www.midway.com 


Midway Games TechnicalSupport 
0870 720 8000 
Monday-Friday 10:00-17:00 
support-euro@midway.com 
http://support.midway.com 


Technische ondersteuning Midway Games 
support-euro@midway.com 
http://support.midway.com 


Customer Service/Klantenservice 


Australia 1300 365 911* 

"(Cali; cnarged at local rate) 


Belgique/Belgie/Belgien 

Tarif appel local / Lokale kosten 

011 516 406 

Ceska republika 

Po - Pa 9:00 -17:00 Sony Czech. 

222 864 111 

Tarifovano die platneych telefonnich sazeb. Pro dalsi informace a pripadnou dalsi pomoc kontaktujte 
prosim www.piaystation.sony.cz nebo volejte telefonni cislo +420 222 864 111 

Danmark 

support@dk.playstation.com Man-fredag 18-21; Ler-sendag 18-21 

70 12 7013 

Deutschland 

01805 766 977* 

*(0,12 Euro/minute) Montag bis Freitag, 10.00 bis 20.0 


EAAaSa 

'ESvuo) Xpeidor> 

801 11 92000* 

Espana 

Tarifa nacional 

902 102 102 

France 

Prix d’un appel local - ouvert du lundi au samedi 

0820 31 32 33 

Ireland 

All calls charged at National Rate 

0818 365065 

Israel 

09 971170 

Italia 

199 116 266 

Lun/Ven 8:00 -18:30 e Sab 8:00 - 13:00: 11,88 centesimi di euro + IVA al minuto 

Festivi: 4,75 centesimi di euro + IVA al minuto. Telefoni cellulari secondo il piano tariffario prescelto 

Malta 

Local Rate. 

23 436300 

Nederland 

0495 574 817 

Interlokale kosten. Gesprekken kunnen voor trainingsdoeleinden worden opgenomen 

New Zealand 

National Rate 

09 415 2447 

Norge 

0.55 NOK i startavgift og deretter 0.39 NOK pr. Minutt 

81 55 09 70 

support@no.playstation.com Man-fredag 15-21; Ler-sendag 12-15 

Osterreich 

0820 44 45 40* 

*(0,116 Euro/Minute) 


POCCMfl 

+7 (095) 238-3632 

Portugal 

707 23 23 10* 

*Servico de Atendimento ao Consumidor/Servi^o Tecnico 


Suisse/Schweiz/Svizzera 

Tarif appel national / Nationaler Tarif/Tariffa Nazionale 

0848 84 00 85 

Suomi 

0600 411 911 

0.79 Euro/min - pvm fi-hotline@nordiskfilm.com maanantai - 

perjantai 15-21 

Sverige 

support@seplay■station Wan-Fre 15-21, Lor-sdndag 12-15 

08 587 822 25 

UK 

08705 99 88 77 

Nations ~ra. Cate -a. :•= -ecorteri far tramtnq purposes 



Please call these Customer Service Numbers only for PSP™ Hardware Support. 
















































